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Introduction 


The Pocket Computer Golf Package makes it simple 
for you to keep track of your party’s scores while 
you're on the course. It can handle up to four players 
and 18 holes for each game you play, print complete 
scorecards, figure the USGA stroke-controlled score 
for any player in any game, and figure handicaps. 
With Pocket Computer Golf, you'll always know 
where you stand, even if it’s in a sandtrap! 


The Golf package includes a keyboard overlay, 
making it quicker for you to find the available 
commands. 


Golf consists of four programs: 


1. PLAY—Use this program to keep track of your 
party’s scores and pars for each hole while you are 
actually on the course. PLAY will keep score for up 
to four players over as many as 18 holes. You can 
review any hole’s scores, make corrections, and 
save an entire game’s information on tape. 


2. SCORE—This program uses the information saved 
on tape from the PLAY program to print a complete 
scorecard for each game. 


3. STROKE—This program also uses information from 
PLAY to figure the USGA stroke-controlled score 


for any player and game. With STROKE, you can 
print a complete summary of a player’s game 
which includes both the uncontrolled and stroke- 
controlled scores for each hole, as well as the 
entire course. 


4. HDICAP—Use the HDICAP program to figure your 
official USGA handicap. HDICAP makes use of 
information of your past performance stored on 
tape. You can update any of this information easily 
and recaiculate your handicap each time new 
game information is added. HDICAP will let you 
print a summary of each player’s last 20 stroke- 
controlled scores (in chronological order), the ten 
best of these scores (in ascending order starting with 
the best score), and each player’s current USGA 
handicap. 


Equipment 

To use Pocket Computer Golf, you need the 
following equipment: 

* The TRS-80 Pocket Computer | (Cat. No. 26-3501) 


* A TRS-80 Printer/Cassette Interface 
(Cat. No. 26-3505) 


« A tape cassette recorder, such as the Radio Shack 
Minisette-9 (Cat. No. 14-812) 














Loading Instructions 


It is assumed that you are familiar with the operating 
procedures of your Pocket Computer. If not, please 
consult your Owner’s Manual for basic user 
information. 


Each program in the Golf Package is loaded from 
tape in a similar manner. To load any of the Goif 
programs, follow these instructions: 


1. Connect the Cassette Interface to the cassette 
recorder and install the computer in the Cassette 
Interface. Turn on the Print and Power switches on 
the Printer. The Remote switch should be off. 
Next, turn on the Pocket Computer. 


2. Place the Golf cassette containing the program 
you wish to use in the recorder and rewind the 
tape to the beginning, or position the tape toa 
point just prior to the desired program. When the 
tape is rewound, press the “Stop” button. Turn the 
Remote switch on. Now press the recorder’s 
“Play” button. We recommend that the volume 
control setting be between 8 and 10 on your 
recorder. If your recorder has a tone control, set it 
at maximum treble. 





3. Turn on the computer and make sure it is either in 
DEF or RUN mode. Type: 
OMOOMaG name) and press ENTER) 
(name refers to the name of the program to be 
loaded). For example, to load PLAY, type: 
ODOM MDOaMMG*C) and press 
CENTER). The > prompt will appear when the 
loading process is complete. Turn the Remote 
switch off and press the “Stop” button on the 
cassette recorder. 











PLAY 


PLAY is used while you and your party are actually on 
the golf course. Load PLAY, and the > prompt will 
appear. 


PLAY contains six options: 


(SHE TSP C)—Starts the program and lets you set 
up player information. 

(SHFTDW)—Sets up a new game. 

(CSHF T)(M)—Lets you enter or correct scores and 
pars. 

(SHF 1D(CH)—Lets you review scores for any hole 
played. 

(SHFT)1)-Lets you load game information saved 
on tape. 

(SHFT)(S)-Lets you save game information on 
tape. 


After loading the PLAY program, start it by pressing 
CSHETIGPC). The program’s title and a copyright 
notice will be displayed for a moment, after which 
you will be asked for the name and handicap of each 
player. You are allowed seven characters for each 
name, and a maximum of four players per game. 


Each time you enter a name or handicap, press 
for the computer to store the information. 
After the last player’s name and handicap are 





entered, press one more time to tell the 
computer that there are no more players. 


For example, let's create an imaginary game between 
three players—Ralph, Sybil, and Andy (with 
respective handicaps of 34, 12, and 20). 


The computer displays: You type: 





> 

> 

PLAY 

COPR. 1982 TANDY CORP. 

NAME? MMR) 
CENTER) 

HDCP? @DAQENTER) 

NAME? Mmmm 

HDCP? M@XENTER) 

NAME? Mommy 

HDCP? QOENTER) 

NAME? 


After you have completed entering player 
information, the computer will assume that you want 
to set up a new game and will automatically move to 
that option, as if you had pressed GHF TIN. 

















If you were playing a second game between the same 
players, you would not enter the names and handicaps 
again, but simply press HF T)) to set up the 
game. You can re-enter the pars for each hole, but it 
is not necessary. 


You will be asked several questions about the round 
you are preparing to play. The first question is: 
COURSE? Type the name of the course, or an 
abbreviation, and press CENTER). You may use up 
to seven characters. 


Next, the computer will display: HOLES? Type the 
number of holes you expect to play, from 1 to 18, and 
press (ENTER). 


RATNG? is the next question. Type the USGA stroke 
rating for the course and press (ENTER). 


For GAME I.D.?, type any word (up to seven 
characters) and press to distinguish this 
game from any others. 


The last question in the set-up routine is: DATE? We 
recommend that you use a format such as 
DDMMMYY for the date, since you are limited to 
seven characters. For example, March 1, 1982 would 
be DOMMAMON2 (ENTER). 








The above setup information is optional. If you do 
not specify the number of holes, the computer will 
assume you are playing 18 holes. If you skip a 
question by pressing (ENTER)to answer it, all 
questions following it will also be skipped. 


Continuing with the sample game between Ralph, 
Sybil, and Andy, we’ll assume that they will play 18 
holes at the Soggy Creek Country Club course, which 
has a USGA stroke rating of 73. It is the cool, misty 
morning of March 1, 1982. 


The computer displays: You type: 

COURSE? MMM OoOENTER) 
HOLES? M@ENTER) 

RATNG? GENTE R) 

GAME ID? MOMODENTER) 
DATE? DMOWMMAMBDG 


After you complete the setup information, the display 
will go blank for a few seconds, after which the > 
prompt will reappear. You are now ready to start 
playing your game and entering scores and pars for 
each hole played. Press (S@HF T)() to start. 


The program will ask HOLE? Type the number of the 
hole you are currently playing, and press (ENTER). 





The display will show the hole number you entered 
and a par (0 if this is the first time you've entered a 
par for the hole). To enter the correct par for the 
hole, press (ENTER). NEW PAR? will appear. Type 
the correct par for the hole and press (ENTER). The 
display will confirm your entry by displaying the 
course par subtotal, for example, COURSE PAR NOW 
38. Press to start entering player's 
scores. 


The display will show the first player’s name, with a 
score (0 if this is the first time you’ve entered scores 
for the hole). Press to display: NEW 
SCORE?. You may now type the player’s score for 
the hole, and press (ENTER). You'll see the player's 
name and new game total. Press to 
continue to the next player. 


Keep entering scores until all players have a score 
for the hole. When you’ve entered scores for 
everyone playing, the > prompt will reappear. 


To correct a bad par or score, press GHF TJM) at 
the > prompt, and enter the hole number needing 
correction. If the par was incorrectly entered, you 
may enter a new par when the NEW PAR message is 
displayed. If the par is correct, but a player's score is 
wrong, press to leave the par as it is. 





Press until the player whose score needs 
correction appears. When NEW SCORE? is displayed, 
type the correct score and press (ENTER). 


* Continue pressing until the > prompt 


appears. 


Let’s enter the par and scores for the first hole of our 
imaginary game. 


The computer displays: You type: 

> (SHFEFDGD 
HOLE? GOENTER) 
HOLE 1. PAR NOW 0. CENTER) 
NEW PAR? GOENTER) 
COURSE PAR NOW 5. CENTER) 
RALPH 0. FOR HOLE 1. (ENTER) 
NEW SCORE? @ENTER) 
RALPH: GAME TOTAL 8. (ENTER) 
SYBIL 0. FOR HOLE 1. 
NEW SCORE? GOCENTER) 
SYBIL GAME TOTAL 5. 
ANDY 0. FOR HOLE 1. (ENTER) 
NEW SCORE? 
ANDY GAME TOTAL 6. 

> 

PLAYERS, HDCPS 

RALPH 34. 

SYBIL 12. 


ANDY 20. 


You occasionally might want to review and print the 
scores for a certain hole. To get a summary of one 
hole, press (SHF TCH). You will be asked: HOLE? 
Type the hole number and press (ENTER). You will 
receive a summary of that hole, including the hole 
number, its par, and each player's score for the hole. 
After printing is completed, the > prompt will 
reappear. 


To use the other programs in the Golf Package 
effectively, you should store all the information 
collected about a game on tape. First, make sure the 
Printer/Cassette Interface is connected. Insert a tape 
(other than the Program tape) in the cassette player. 
Make sure the tape is rewound to a point where it 
will not “lap over” any other games already saved.* 
After making sure that the Remote switch is ON, 
press the “Record” and “Play” buttons. Then, press 
(SHFT)G) on the Pocket Computer to save the 
game information. When the information is saved, 
the > prompt will appear. Press the “Stop” button 
on the recorder. 


*Note: It is recommended that you keep a list of the 
recorder’s “counter” number for each file you save in 
any of the Golf programs. For example, if you begin 
saving a file at 50” on the counter, and the counter 
reads “75” when the file is completely saved, you 
would begin saving the next file at a counter reading 
of ‘80” or so. Keeping a list of beginning and ending 


counter numbers for each data file will help prevent 
“overlaps” and let you find any file quickly and easily 
when you wish to load it. 


To load a previously stored game into the computer's 
memory, find the point on the tape at which the 
game is stored. Press the “Play” button on the 
recorder, and then on the Pocket 
Computer. That game’s information will be loaded, 
and the > prompt will reappear. 


SCORE 

After your game is finished, you can print a complete 
scorecard for the round by using the SCORE program. 
Load SCORE, and the > prompt will appear. 

There are four options in SCORE: 


(SHF DGPC)—Starts the program. 


|—Loads a data tape file into the Pocket 
Computer’s memory. 





(SHE T)CF)—Reviews a loaded file. 
(SHFT)(G)—Prints a game scorecard. 


To start the SCORE program, press GHF T)SPC). 
The program's title and the copyright notice will be 
displayed for a moment. You will move automatically 
to the loading function, as if you had pressed 


(GGHET (D. 


The display will show: LOAD TAPE, PRESS ENTER. 
Make sure that the Remote switch is OFF. Place the 
data tape in the recorder, and find the point at which 
you stored a game’s information during the PLAY 
program. When you reach the game you want to load, 
turn the Remote switch ON and press the “Play” 
button, Press on the Pocket Computer. 


SCORE will load the game information into the 
computer, after which the > prompt will appear. 


To check and see that the correct file was loaded, 
make sure the Printer/Cassette Interface is properly 
connected, and press (GHF T)(F). The course name, 
the date, and the game’s I.D. for the file you loaded 
will be printed. Next, you’ll see the > prompt. If this 
is not the game you expected, try the 
option again until you reach the game for which you 
wish to print a scorecard. 


Press (SHF T)CG), and SCORE will print a scorecard 
for the game. At the end of the printout, each player 
will be listed with his actual score followed by his 
handicapped score in parentheses. When printing is 
completed, the > prompt will return to the display. 
Following is a sample of a partial scorecard: 


GAME SUMMARY 


COURSE: SOGGY 
PAR 72. 

RATING 73. 
DATE: O1MAR82 
GAME: FIRST 


PLAYERS, HDCPS 
RALPH 34. 
SYBIL 12. 
ANDY 20. 





HOLE 1. PAR 5. 
RALPH 8. 
SYBIL 5. 
ANDY 6. 
HOLE 2. PAR 4. 
RALPH 5. 
SYBIL 5. 
ANDY 3. 


HOLE 18. PAR 5. 
RALPH 5. 
SYBIL 3. 
ANDY 4. 


RALPH 119. (85.) 
SYBIL 80. (68.) 
ANDY 93. (73.) 


STROKE 


STROKE uses a data file recorded during the PLAY 
program to figure your or any player’s stroke- 
controlled score. It prints a summary of your game, 
listing your actual and stroke-controlled total for 
each hole. Load STROKE, and the > prompt will 
appear. 


STROKE contains three options: 
(GHFE TXSPC)—Starts the program. 


(SHET)1)—Loads a data tape file into the Pocket 
Computer’s memory. 


(SHF TMCG)—Calculates the stroke-controlled total 
for each individual player and hole, one player at a 
time. 


To start the STROKE program, make sure your printer 
is properly connected and press GHF 1S PC). The 
title and copyright notice will briefly appear, and you 
will automatically move to the loading function, as if 
you had pressed . The display will show: 
LOAD TAPE, PRESS ENTER. As you did during SCORE, 
get your data tape ready to load. When you are ready, 
press (ENTER). The file will be loaded into the 
Pocket Computer’s memory. 








You will automatically move to the 
function. You will be asked: PLAYER? Type the 
player's name whose stroke-controlled scores you 
want to list, and press (ENTER). As the program 
figures the scores, it prints the information for you. 


First to be printed is the player’s name, the name of 
the course, its par, its USGA course rating, the 
player's handicap, and the player’s total number of 
strokes. 


Next comes the detailed summary of the game, hole 
by hole. The summary is printed in four columns: 


HOL = Hole number 
PAR = Hole’s par 
STR = Number of player strokes for the hole 


CON = Number of stroke-controlled strokes allowed 
for the hole 


The last information printed will be the player's total 
differential from the USGA course rating. 


When the printing stops, the >prompt will be 
displayed. You may figure the stroke-controlled score 
for another player in the same game (SHF TO), 
load another game’s data file (SHFT)(L)), or load 
another program in the Golf Package. 








HDICAP 


HDICAP keeps track of any player’s last 20 stroke- 
controlled game scores and uses these scores to 
figure the player's USGA handicap. HDICAP uses files 
saved on tape, but not the ones created by the PLAY 
program. Each player might want to keep a separate 
tape containing his or her own file to use with 
HDICAP. Load HDICAP, and the > prompt will be 
displayed. 


HDICAP uses eight options: 
HF T(SPC)—Starts the program. 


(SHF7)(D)—Lets you enter and update game 
differentials. 


(SHFT)G)—Calculates your handicap based on the 
10 lowest differentials of your last 20 games. 


(SHF T)S)—Saves data in a file on tape. 


GHFTI1)—Loads a file into the Pocket 
Computer’s memory. 


HF T)X)—Erases a file from the Pocket 
Computer’s memory. 


10 


CSHF 1)(Z)—Calculates your handicap from a single 
differential entry. 


GHF MG@)—Prints file data from the Pocket 
Computer’s memory. 


To begin HDICAP, press SHE T)CSPC). The program 
name and copyright notice will appear for a moment, 
and then the > prompt will return to the display. 


The first thing you need to do is set up some 
information for HDICAP to use. Press (SHF TIC) 

to clear any old data and set up a new, empty file. 
Next, press (SHF 10D). You will be asked: NEW 
DIFFERENTIAL? Type one of your most recent stroke- 
controlled score differentials, and press (ENTER). 
The program will continue to ask for differentials. 
Keep entering them until you have entered 10 or 
more of your most recent scores. When you have 
finished entering information, press in 
response to the NEW DIFFERENTIAL? question. The > 
prompt will be displayed. 


HDICAP can now figure your official USGA handicap. . 
Press (SHF TC). The program will figure your 
handicap based on the ten lowest differentials of 
your last 20 games. In about two minutes, the Pocket 
Computer will “beep,” and the calculated handicap 
will appear. Press to display the > 
prompt. 





After you see the results of HDICAP’s calculations, 
save the information on a data tape by pressing 
(SHF TS). You wilt be asked: NEW FILE NAME? 
Type a name (seven characters or less) under which 
you want to store the handicap information, and 
press (ENTER). If you want to save the information 
using an old file name, simply press ENTER). Save 
the new information at the same point on the tape as 
you saved the previous file. 


The computer will display: NEW FILE DATE? It is 
important to enter the current date, since the next 
time you figure your handicap, you will know the last 
time the file was used. Enter the date in the 
DDMMMVY format (for instance, 01MAR82), and 
press (ENTER). 


The computer will display: LOAD TAPE, PRESS ENTER. 
Make sure the Printer/Cassette Interface is 
connected, and place a tape in the recorder. Press 
the “Play” and “Record” buttons on the recorder, 
and then on the Pocket Computer. HDICAP 
will save the information on the tape and display the 
> prompt. 


You can load the data file from the tape by pressing 
(SHF TL). The computer will display: LOAD TAPE, 
PRESS ENTER, Make sure the Printer/Cassette 
Interface is connected, place the data tape in the 
recorder, and press “Play.” Press on the 


Pocket Computer, and your file will be loaded into 
the computer’s memory. 


You can receive a printout of the loaded file by 
pressing (SHFT)(). HDICAP will list the file’s name 
and date, your 20 most recent stroke-controlled 
differentials, and the ten lowest of these 20. Next, 
the sum of these ten scores will be printed, as well 
as your handicap based on these scores. After all the 
information has printed, the > prompt will appear. 


As you play more games, you'll want to update this 
file to keep your handicap current. Do this by loading 
the file (the GHF TD) function). Next, use the 
CSHE T)() function to enter any new differentials. 
Each time you enter a new score, the oldest score in 
the file will be erased. This assures that only the 
most recent scores will be used in figuring your 
handicap. 


Use the function to figure your new 
handicap based on the updated information, and then 
save the updated file with the (GSHFT)G) function. 
When saving the updated file, you can simply press 
when asked for a NEW FILE NAME? to keep 
the same name. If you wish, you can press 

to keep the same date, although we 
recommend that you enter a new date each time you 
update the file. 
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The (SHF TCX) function lets you clear any loaded 
information from the Pocket Computer’s memory, 
enabling you to start a new file from scratch. Press 
(SHE TQ), and the entire data file will be erased 
from the computer. You can then start adding new 
information to the empty file with the 
function. 


The last option, (SHF T)(Z), is used to calculate a 
handicap based on one number you enter. This 
number is the total of your ten lowest stroke- 
controlled differentials. To figure the handicap, type 
this number, and press CSHF T)(Z). When HDICAP 
has finished figuring the handicap, you will hear a 
“beep,” and the handicap will be displayed. To return 
to the > prompt, press (ENTER). 


Note: Using the (SHF TZ) option will change the 
information in the computer's memory! Be sure to 
save any updated information on tape before using 


GHFM@. 
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Appendix A—Making a Backup 


A Backup is a tape copy of a program and is an 
extremely effective method of insuring that an 
accident or equipment fault will not result in the loss 
of software. Your first action as owner of the Golf 
Package should be to make working copies of the 
original cassette and then put the original away in a 
safe place. 


Although it may be possible to make direct copies 
using two cassette recorders or on cassette 
duplicating equipment, the most reliable method is 
to use the computer itself to make the Backups. 
Also, for frequently used programs, you may wish to 
put them on separate cassettes for easier loading. 
Here are step-by-step instructions for making a 
Backup: 


1. Connect the Cassette Interface to the cassette 
recorder and install the computer in the Cassette 
Interface. 


2, Place the cassette containing the program(s) to be 
copied in the recorder, and either rewind the tape 
to the beginning or position the tape to a blank 
area just prior to the desired program. Place the 
recorder in the “Play” mode. It is recommended 
that the volume control setting be between 8 and 





10 on your recorder. If your recorder has a tone 
control, set it at maximum treble. 


. Turn on the computer, make sure that it is either 


in the DEF mode or RUN mode and type in: 
MOMMOMDC name) (name refers to the 
name of the program to be copied). To make 
absolutely sure that the program has loaded 
correctly, use the loading verification procedure as 
described in the sixth instruction of this appendix. 





When the program has been loaded into the 
computer and the cassette has stopped, remove 
the cassette and replace it with the cassette which 
is to receive the program copy. Either rewind the 
tape to the beginning or position it to the point 
where the copy is to start. You should leave about 
ten seconds of blank space if the copy is to follow 
another program on the same cassette. Place the 
recorder in the ‘‘Record” mode. 


. Make sure that the computer is in either the DEF or 


RUN mode and type in: 
ODDWonameG. The recorder will 
save your program. 





. Now rewind the cassette to the blank space just 


prior to the program, put the recorder into the 
“Play” mode and type in: 
ODOOMADAG name. 
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This is the computer's verifying function. The 
recorder will start and compare the cassette copy 
with the program in the computer’s memory. If the 
copy is good, the recorder will stop at the end of 
the program and the prompt sign (>) will reappear 
on the display. If an error occurred during the 
verification, the display will show an error 
message such as: 5.0.0.0. 


If the error message appears on the display, check 
the recorder volume setting and try the CLOAD? 
function once more. If you still get an error, the 
tape copy is probably damaged. Use the CSAVE 
function once more and verify the load. It is 
recommended that you use Radio Shack Supertape 
or TRS-80 certified cassettes for backing up your 
Pocket Computer programs. 


7. Back up each program using Steps 1 through 6 
above. 


8. Put the original cassette away in a safe place and 
use it only for making working copies. 
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Appendix B—Maintenance 


Maintenance of your Pocket Computer System is not 
difficult. Attention to the simplest points listed 
below should provide the best reliability and 
satistaction: 


1, Keep your program cassettes in their boxes when 
not in use. Do not expose cassettes to 
temperature extremes or magnetic fields. Never 
touch the exposed surface of the tape on the front 
edge of the cassette. 


2. Clean and demagnetize the tape heads in the 
recorder at regular intervals. Follow the 
recommendations in the cassette recorder’s 
manual. 


3. The most reliable loading and saving is achieved 
by operating the cassette recorder on AC current, 
rather than batteries. 


4. Use only fresh alkaline-type batteries in the 
recorder and Cassette Interface when operating 
your system away from AC current. 


5. Always press the recorder’s “Stop” key 
immediately after loading or saving a program. 
This will release the pressure on the rubber roller 
which pulls the tape and prevent the roller from 


developing a permanent “flat” at the point of 
contact with the tape. 


. Always turn the computer OFF before installing it 


in or removing it from the Cassette Interface. 


. After removing the computer from the Cassette 


Interface, be sure to reinstall the protective plug to 
keep dirt out of the connector on the computer. 
Never touch the exposed parts on the Cassette 
Interface. 
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RADIO SHACK Software is licensed on an “AS 1S" basis, without warranty. The original CUSTOMER'S exclusive remedy. in 
the event of a Sofiware manufacturing defect, is its repair or replacement within thirty (30) calendar days, of the date of the 
Radio Shack sales document received upon license ot the Software. The defective Software shalt be returned to a Radio Shack 
compute Center, a Radio Shack retail store, participating Radio Shack franchisee or Radio Shack dealer along with the sales 

jocument. 

an a5 provided herein, RADIO SHACK MAKES NO WARRANTIES, INCLUOING WARRANTIES OF MERCHANTABILITY 
OR FITNESS FOR A PARTICULAR PURPOSE. 


naa ‘do not allow limitations on how iong an implied warranty lasts, so the above limitation(s) may not apply to 
RADIO SHACK SHALL HAVE NO LIABILITY OR WRGPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR ENTITY 


WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAG! “SED OR ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY BY 
“SOFTWARE” LICENSED OR FURNISHED BY RADIO SHACKNSCLUDING, BUT NOT LIMITED TO, ANY INTERRUPTION OF 
SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES. 

‘Some states donot allow the limitation or exclusion of incidental or consequential damages, so the above limitation(s) or 
exclusion(s) may not apply to CUSTOMER. 


RADIO SHACK SOFTWARE LICENSE 


RADIO SHACK grants to CUSTOMER a non-exclusive, paid-up license to use the RADIO SHACK Software on one computer, 
‘subject to the following provisions: 

Except as otherwise provided in this Software License, applicable copyright faws shell apply to the Software. 
Title to the medium on which the Sottware is recorded (cassette and/or diskette) or stored (ROM) is transferred to 
CUSTOMER, but not title to the Software. 
CUSTOMER’ shail not use, make, manufacture. or reproduce copies of Software except for use on ane computer and 2s is 
specitically provided in this Software License. Cusiomer is expressly prohibited from disassembling the Software 
CUSTOMER is permitted to make additional copies of the Software only for backup or er or if additional 
copies are required in the operation of one computer with the Software. Dut only to the extent the Software allows a backup 
copy to be made. 
All copyright notices shall be retained on all copies of the Software. 


The warranties granted herein give the ortginal CUSTOMER specitic legal rights, and the original CUSTOMER may have 
‘other rights which vary from state to state. 
875-9189 



























IMPORTANT NOTICE 


ALL RADIO SHACK COMPUTER PROGRAMS ARE LICENSED ON 
AN “AS IS” BASIS WITHOUT WARRANTY. 


WPHVVVYYYYVVYYYYYYVYYYYYWVY 
> 
> 





Radio Shack shal] have no liability or responsibility to customer or any other 
person or entity with respect to any liability, loss or damage caused or alleged to 
be caused directly or indirectly by computer equipment or programs sold by 
Radio Shack, including but not limited any interruption of service, loss of 
business or anticipatory profits or cpfisequential damages resulting from the use 
or operation of such computer or computer programs. 


This Warranty gives the original purchaser specific legal rights, and the original 
purchaser may have other rights which vary from state to state. 
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